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THE CHASE IS ON 


• • • 


Monday, 5 a.m. A ringing sound jars you awake. You grope 
for the phone and drop the receiver on the floor. Out of the 
darkness comes the voice of your boss. "Wake up, kid. Got an 
assignment for you." 

You stumble out of bed, turn on the light, and grab your brand 
new detective's notebook. 

"Ready, chief," you answer, your voice thick with sleep. 

"Just got a call from Interpol. Looks like Carmen's gang's pulled 
another caper," 

"Any leads?" 

"Not with this bunch. They're too slick. Can't give you any more 
details on the phone. Better get down to the office double quick. 
It's going to be a rough one." 

"Right, chief," 

As your trembling hand replaces the phone on its cradle, you 
wonder why you ever got into this line of work. Before this 
morning, Carmen Sandiego and her Villains' International 
League of Evil (or V.I.L.E.) were just sensational headlines in the 
newspaper. For more than five years, Carmen and her gang of 
felons had managed to stockpile the world's most valuable trea¬ 
sures, while outwitting every so-called "crime expert" from New 
York to Sydney. Now they've struck again. And you, the newest 
employee of the Acme Detective Agency, have been given the 
near-impossible assignment of tracking them down. 
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GETTING STARTED (Apple) 


Insert the WHERE IN THE WORLD IS CARMEN SANDIEGO™ disk, 
label side up (Side A), into the disk drive and close the drive 
door. Turn on your computer and monitor. The program will load 
into memory and begin an animated introduction. After you've 
watched the introduction (or anytime after the disk drive light 
goes off), remove the disk from the drive, turn it over to Side B, 
put it back in the drive, and close the disk drive door. When 
you're ready, press any key or button # 0 on your joystick to begin 
the game. 

GETTING STARTED (Commodore) 


Turn on your monitor, your disk drive and then your computer. 
After the disk drive light goes off, insert the WHERE IN THE 
WORLD IS CARMEN SANDIEGO™ disk, label side up (Side A), into 
the disk drive and close the drive door. If you have a Commodore 
128, put the machine into the Commodore 64 mode by typing 
GO 64. Then press the RETURN key. To load the program, type 
LOAD "CSD",8,1 and then press the RETURN key. The program 
will load into memory and begin an animated introduction. After 
you've watched the introduction (or anytime after the disk drive 
light goes off), press RETURN, remove the disk from the drive, 
turn it over to Side B, put it back in the drive, and close the disk 
drive door. When you're ready to begin, press RETURN or the 
button on your joystick to begin the game. 

GETTING STARTED (IBM) 


Start up your computer using your DOS disk. (See Note 1.) When 
you see the A> prompt, remove the DOS disk and replace it 
with the WHERE IN THE WORLD IS CARMEN SANDIEGO™ disk. 
Type Carmen and then press ENTER or <— 1 . (See Note 2.) The 
program will load into memory and begin an animated introduc¬ 
tion. When you are ready to play the game, press any key to 
start. (If you want to use a joystick, see the instructions under 
Controls for switching to joystick mode.) 

Note 1: If your computer has 128K of memory, you can use 
DOS 2.0 series; DOS 3.0 and later cannot be used unless 
your computer has more than 128K of memory. 

Note 2: If you are using a Hercules monochrome graphics 
adapter or Hercules-compatible monochrome graphics 
adapter, type Carmen Here when you see the A > 
prompt, then press ENTER or 4 — 1 . 

INSTALLING DOS: You can install PC DOS (versions 2.0 to 3.1) on 
your WHERE IN THE WORLD IS CARMEN SANDIEGO program 


disk. (Only DOS 2.0 series can be used with 128K machines.) If 
you do this, you won't need to use your DOS disk each time you 
start the program. To install DOS, follow the instructions below: 

Two-drive system: 

A 1) Insert your DOS disk in Drive A and the WHERE IN THE WORLD 
IS CARMEN SANDIEGO disk in Drive B. Start your computer as 
usual. 

2) When you see the A > prompt, type SYS B: and press ENTER. 

3) When you see the A> prompt again, type 
COPY COMMAND.COM B: and press ENTER. 
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One-drive system: 

1) Start your computer using your DOS disk. 

2) When you see the A > prompt, type SYS B: and press ENTER. 


3) When you are prompted for the diskelte for Drive B, insert the 
WHERE IN THE WORLD IS CARMEN SANDIEGO disk. 


4) When you are prompted for the diskette for Drive A, insert 
your DOS disk. 

5) You will swap disks twice, ending up with your DOS disk in 
Drive A. When you see the A> prompt, type 

COPY COMMAND.COM B: and press ENTER. 

6) When you are prompted for the diskette for Drive B, insert the 
WHERE IN THE WORLD IS CARMEN SANDIEGO disk. 


7) When you are prompted for the diskette for Drive A, insert 
your DOS disk. 

Note: If error messages appear, DOS has not been in¬ 
stalled properly. Repeat the installation procedure, mak¬ 
ing sure that each disk is in the correct drive. Check to see 
that the disks have been inserted properly and the drive 
doors are closed. 


TO CATCH A THIEF 

(Apple, Commodore and IBAA)^ 

Signing In 



The investigation begins at the Acme Detective Agency, your 
home base. Type your name into the Crime Computer using no 
more than 14 letters and spaces, and then press RETURN, ENTER 
or 4 1 . If you make a mistake, and you have an APPLE or IBM, 
use the 4— key to erase, then retype. If you make a mistake, 
and you have a COMMODORE, use the DEL key to erase, then 
retype. Once you've signed in, the computer will give you the 
details of your assignment and send you on your way. 
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Good luck! 
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TO CATCH A THIEF (cont'd.) _ 

Controls 

This program may be used with either the keyboard or a joy¬ 
stick. (See Note.) The options on the Main Menu at the bottom 
right-hand corner of the screen help you track down and identify 

the suspect. * 

Note: If you are using a joystick with your COMMODORE, 
make sure to plug it into PORT # 2 on your computer. If you 

are using a joystick with your IBM, make sure to plug your i. 

joystick into PORT A of your game controller adapter. 

If you have an APPLE, use the arrow keys or push the joystick up 
and down until the option you want is highlighted. To select the 
option, press RETURN or button # 0. Press ESC or button #1 to 
return to this menu if you accidentally make the wrong selection 
and want to choose another option. 

If you have a COMMODORE, use the CRSR keys or push the 
joystick up and down until the option you want is highlighted. 

To select the highlighted option, press RETURN or the button on 

your joystick. Press the <-key (located at the top left of your 

keyboard) to return to this menu if you accidentally make the 
wrong selection and want to choose another option. 

If you have an IBM, use the cursor keys or push the joystick up 
and down until the option you want is highlighted. (If you are 
using a joystick, you must first center the joystick and press 
CONTROL-1 to activate the joystick mode.) To select the high¬ 
lighted option, press ENTER or button # 1 on your joystick. Press 
ESC or button # 2 to return to this menu if you accidentally make 
the wrong selection and want to choose another option. 

Apply these instructions to all other menus in the program. 

Special Keys 


CONTROL-L lists your current rank at the Acme Detective 
Agency 

CONTROl-D permits you to delete a detective's name from 
Interpol's files 

CONTROL-R ends current game and starts a new one 
CONTROL-F permits you to view the Detective Hall of Fame 
*CONTROL-l toggles joystick/keyboard control 
‘CONTROL S toggles sound on/off 
* ‘CONTROL-Y flips y-axis on joystick 
***CONTROL-Q ends current game and returns you to DOS 
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* These functions are not needed for the COMMODORE 
version. 

** This function is not needed in the versions for 

COMMODORE and IBM. 

*** This function works for the version for IBM only. 

YOUR ASSIGNMENT 


The thief is hiding out in one of 30 cities. Your job is to track him 
or her down, using clues you unearth along the way. Clues can 
point to the city itself or the country in which the city is located. 

There are 10 possible suspects, any one of whom could be the 
thief. Carmen Sandiego is the most elusive of the lot. 

As a new detective, you begin at the Rookie level. As your 
investigative skills improve, you climb your way up through the 
ranks—five levels in all—until you reach Ace Detective. 

The Crime Computer, THE WORLD ALMANAC® AND BOOK OF 
FACTS, and the Police Dossiers will all be useful in unraveling 
clues. 

Work quickly. You have only a limited amount of time to solve the 
case. The Crime Computer will let you know what your deadline 
is. (The higher you rank, the tougher the case.) 

BEGINNING THE SEARCH 


Your starting point is the scene of the crime—the city where the 
thief swiped the treasure. Refer to your OFFICIAL INTERPOL MAP 
to check your exact location by city and country. 

The main screen always gives your present location, the day and 
the time. As you arrive in each new city, be sure to read the 
descriptions that appear on the screen. They contain information 
that could be useful in solving future cases. The pictures them¬ 
selves — notable landmarks or typical scenes from that country—- 
may also come in handy. 

The four options on the Main Menu help you track down the 
suspect. The options are: 

See Connections lists all possible destinations reached by 
connecting flights from your present location. Check these first 
to see where the thief might have gone. When you've seen 
the connecting cities, clear them from the screen with the 
Hide Connections option. 


BEGINNING THE SEARCH (cont'd) 


Depart by Plane lets you depart for the city of your choice once 
you're ready to take off after the suspect. A schematic map on 
the bottom left-hand corner of the screen shows your travel 

options. Select your destination and your travel route will be r 

displayed. 

Investigate lets you unearth clues in each city so you can track 
the suspect to the next destination. Every city has three loca¬ 
tions, which change case by case. Visit as many or as few clue <, 

locations as you wish, but remember that the more investigating 
you do, the more valuable time you lose. Use THE WORLD 
ALMANAC® to help unravel the clues you dig up. 

Visit Interpol helps you narrow down your list of suspects. 

Using Interpol's Crime Computer, you'll pin down the identity of 
the thief. Here's how: 


Select Visit Interpol from the Main Menu. On the right side of 
the screen you'll see a list of characteristics. As ypu pick up clues 
about the suspect, enter information about these characteristics 
into the Crime Computer in the following way: Highlight a char¬ 
acteristic that you know—for example, hair. Then press RETURN 
or ENTER or the joystick button (button # 0 on the APPLE joystick; 
button #1 on the IBM joystick) to cycle through all possible hair 
color choices. For any category in which you don't know an 
identifying characteristic, just leave the space blank. Select 
COMPUTE when you've finished entering all the information you 
know. The Crime Computer will give you a list of all suspects 
who have these characteristics. When you've narrowed down 
the list to one suspect, the Crime Computer will issue you an 
arrest warrant. Now you're ready to make an arrest as soon as 
you catch up with the suspect. (If you need to change the war¬ 
rant because new clues point to a different suspect, simply enter 
the correct characteristics in the Crime Computer and a new 
warrant will be issued.) 
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USING THE WORLD ALMANAC® 


Your most important investigative tool is THE WORLD 
ALMANAC®. Here you'll find information about nations of the 
world plus other facts you'll need to catch your suspect. Start at 
the index, located in the front (not the back) of the book to find 
the country or other subject in question. Remember: Clues may 
point to either the connecting cities or other locations within 
those countries. 

Examples for Using THE WORLD ALMANAC® 

What country uses kroners as its currency? 

1. Check your connections to find out which cities the thief might 
have fled to. The possible connections could be Montreal, 

London, and Oslo. 



2. Check your OFFICIAL INTERPOL MAP to identify the countries 
where each city is located. You'll find Montreal in Canada, 

London in the United Kingdom and Oslo in Norway. 

3. Locate these countries in the index and turn to the appropriate 
pages. 

4. By looking under "Finance: Currency" in the section describing 
each country, you'll discover that the kroner is used in Norway, 
the dollar in Canada, and the pound in the United Kingdom. 
Looks like Norway is where you should head! 

Where does the king cobra live? 

1. Again, first check your connections, then use your OFFICIAL 
INTERPOL MAP to identify the countries where these cities are 
located. 


2. Think of the general category in THE WORLD ALMANAC® 
where you might find information about king cobras — in this 
case, snakes. 

3. Look up "Snakes" in the index, and turn to the appropriate 
page. 

4. Find "King Cobra" under "Snakes." From the description, you 

now know that its home is South Asia. If one of the connecting 
cities were Bangkok, the capital of the Southeast Asian nation of 
Thailand, this city would be a good place to go! ./ 


SLEUTHFUL HINTS 


The thief cleverly stays in hiding, and orders a crony to check you- 
out. When you see a Suspicious Presence run across the screen, 
you know you're on the right track. 

No thief worth his or her salt gives up without a fight. The closer 
you get, the more dangerous your situation becomes. 

Use the Crime Computer sparingly or you'll use up valuable 
hours. And don't waste time playing tourist or aimlessly criss¬ 
crossing the globe. Instead, use THE WORLD ALMANAC® to 
decipher clues and keep your investigation time down. 


Be sure you've been issued an arrest warrant by the Crime 
Computer before you catch up with the thief. If you don't have a 
warrant, you can't make an arrest, and the thief will slip through 
your fingers. And be sure your warrant is for the correct suspect. 
Because if it's not, you'll be thrown off the case! 


Every case is different. Whenever you begin a new assignment, 
you start at a new city. You'll be looking for a new stolen trea¬ 
sure, and a new suspect. 

If you've reached the top of the detective ranks and have been 
retired, you can get back on the job by picking an assumed 
name. Your real name could be on a hit list! 
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CURRENTLY KNOWN V.I.L.E. OPERATIONAL BASES 
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NAME: 

Dazzle Annie Nonker 

OCCUPATION: Proprietress of the toughest 
yogurt bar east of Suez, 


MISCELLANEOUS: Born sole heir to the fortune of the shoelace king, Baron Franz von 
Nonker, Annie was quickly disinherited when she ran off with a Croatian tennis 
pro. Cast adrift when she failed to make the cut for the Davis Cup mixed doubles, 
she was forced to live only by her wits and the paltry $3,000,000 she had been able 
to save out of her allowance. With this modest windfall and her Innate grit, the 
biond bombshell was able to open Chez Acidophilus. Frequented by the dregs of 
humanity, Chez Acidophilus has become the headquarters for V.I.L.E. Annie is 
rumored to have a tattoo and craving for shellfish. She is known to drive a 
Bugatti limousine. 
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dossiers 


NAME: 

Lady Agatha Wayland 


OCCUPATION: A colorful character with a 
predilection for sensible shoes, Lady 
Agatha is a reader of mystery stories set 
in upper-class English drawing rooms. 


MISCRLANEOUS: Lady Agatha has no ability at solving murder cases but is very inter¬ 
ested in amassing great wealth. A compulsive lawbreaker, she loves to exceed the 
speed limit in her Denghby super-chauvinist speedster. Red tresses streaming in 
the open air, she drives through the countryside looking for great Mexican restau¬ 
rants. An avid sportswoman. Lady Agatha has been known to pick up a few extra 
dollars on weekends trouncing unsuspecting locals at the local tennis courts. She is 
reported to have a diamond ring the size of a small grapefruit stolen from the 
Royal Treasury of Graustark. —"" 
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Nick Brunch 


OCCUPATION: Hard-boiled ex-private eye, 
ear, nose and throat. 


MISCELLANEOUS: The only things that interest Nick are fast cars and faster women. 

He’ll never turn down a caper thot permits him to live in the fast iane. An avid 
mountain climber, Brunch was last seen roaring through an Alpine village on his 
Kamikaze-1250 motorcycle. He generally wears a soiled trenchcoal, snap-brimmed 
fedora and sports a Dick Tracy Crlmefighter’s ring on his left hand, A close friend of 
Scar Graynolt, they share a common Interest in Mexican food. Brunch has block 
hair, brown eyes and a seedy mustache. 
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mited Warranty Information 

(k Replacement Policy 

is disk should fail within 90 days of purchase, please return with proof of 
chase for prompt FREE replacement. If the disk has been physically damaged, or 
>r 90 days from date of purchase, please include $5 for replacement, plus $2.50 
postage and handling. 

ilted Warranty 

> manual and the software described in this manual are sold "AS IS”, 
hout warranty as to their performance. The entire risk as to the qual- 
jnd performance of the software Is assumed by the user. The user, 

I not the manufacturer, distributor or retailer assumes the entire cost 
ill necessary servicing, repair, or correction and any incidental or 
sequential damages. 

vever, to the original purchaser only, Braderbund warrants that the 
dium on which the program is recorded shall be free from defects in 
lerials and workmanship under normal use and service for a period of 
sty (90) days from the date of purchase. If during this period a defect 
ie product should occur, the product may be returned to Braderbund 
o an authorized Braderbund dealer along with proof of purchase, and 
derbund will replace or repair the product at Braderbund's option 
lout charge to you. Your sole and exclusive remedy in the event of a 
ect is expressly limited to replacement or repair of the product as 
vided above. 

lilureof the product, in the judgment of Braderbund, resulted from 
ident, abuse or misapplication of the product, then Braderbund shall 
e no responsibility to replace or repair the product under the above 
ns. : 

letheless, such products (and products that become defective after 
ninety day replacement period) may be returned to Braderbund 
ig with $5, plus $2.50 for postage and handling, and Braderbund will 
vide you with a replacement, provided that Braderbund is still monu- 
uring the product. 

above warranties for goods are in lieu of all other express warran- 
and no implied warranties of merchantability and fitness for o partic- 
purpose or any other warranty obligation on the part of Braderbund 

II last longer than ninety (90) days. Some states do not allow limita- 
s on how long an implied warranty lasts, so the above limitation may 
apply to you. In no event shall Braderbund or anyone else who has 
n involved in the creation and production of this software be liable 
indirect, special, or consequential damages, such as, but not limited 

oss of anticipated profits or benefits resulting from the use of this I 

ware, or arising out of any breach of this warranty. Some states do 
allow the exclusion or limitation of incidental or consequential dam- 
s, so the above limitation may not apply to you. This warranty gives 
specific legal rights, and you may aiso have other rights which vary 
n state to state. 

tyright © 1985, 1986 Braderbund Software, Inc, 

user of this product shall be entitled to use the product for his or her own use, 
ihull not be entitled to self or transfer reproductions of Ihe software or manual 
her parties in any way, nor to rent or lease the product to others without the 
- written permission ot Braderbund. 

technical support on this or any other Braderbund product, call 
i)492-3500 
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Backup Disk Information 


This program is copy protected. If you would like a backup disk, you 
may order one using the coupon below. You may do this at any time, 
as long as the product is still being manufactured by Braderbund. 
(Limit: one per customer.) 

Please mail the original coupon, not a copy, along with a check or 
money order for $10.00 (In U.S. funds) to: 

Software-Direct Division 
Brpderbund Software, Inc. 

17 Paul Drive 

San Rafael, CA 94903-2101 

Please make your check or money order payable to Braderbund 
Software. 


Backup Disk Coupon 

(Please print) 

Name:_:_ 

Address:___ 


City, State, Zip:__ 

Product Name: Where In the World is Carmen Sandiego™? 

Computer: (please specify) 

Apple_ Commodore_ IBM_ 

(Clip out this coupon on the dotted line and send along with your payment. Please allow four to six weeks for delivery.) 
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Please do not make illegal copies of this software 

The software you are using was produced through the efforts of many people: designers, 
artists, programmers, distributors, retailers and other dedicated workers. The costs of 
developing this and other software programs are recovered through software sales. The 
unauthorized duplication of personal computer software raises the cost to all legitimate 
users. 

This software is protected by federal copyright law. Copying software for any reason 
other than to make a backup is a violation of law. Individuals who make unauthorized 
copies of software may be subject to civil and criminal penalties. 

Brederbund Software, Inc. 

as a member of the Software Publisher's Association (SPA), supports the industry's effort 
to fight the illegal copying of personal computer software. 

Report copyright viloation to: 

SPA 

1101 Connecticut Avenue NW 
Suite 901 

Washington, DC 20036 





Limitations on Warranty 

Unauthorized representations: Braderbund warrants only that the program will perform 
as described in the user documentation. No other advertising, description or represen¬ 
tation, whether made by a Brpderbund dealer, distributor, agent or employee, shall be 
binding upon Braderbund or shall change the terms of this warranty. 

IMPLIED WARRANTIES LIMITED: EXCEPT AS STATED ABOVE, BR0DERBUND MAKES NO 
OTHER WARRANTY, EXPRESS OR IMPLIED. REGARDING THIS PRODUCT. BR0DERBUND 
DISCLAIMS ANY WARRANTY THAT THE SOFTWARE IS FIT FOR A PARTICULAR PURPOSE, 
AND ANY IMPLIED WARRANTY OF MERCHANTABILITY SHALL BE LIMITED TO THE NINETY 
(90) DAY DURATION OF THIS LIMITED EXPRESS WARRANTY AND IS OTHERWISE EX¬ 
PRESSLY AND SPECIFICALLY DISCLAIMED. SOME STATES DO NOT ALLOW LIMITATIONS 
ON HOW LONG AN IMPLIED WARRANTY LASTS, SO THE ABOVE LIMITATION MAY NOT 
APPLY TO YOU. 

NO CONSEQUENTIAL DAMAGES: BR0DERBUND SHALL NOT BE LIABLE FOR SPECIAL, 
INCIDENTAL, CONSEQUENTIAL OR OTHER DAMAGES, EVEN IF BR0DERBUND IS 
ADVISED OF OR AWARE OF THE POSSIBILITY OF SUCH DAMAGES. THIS MEANS THAT 
BR0DERBUND SHALL NOT BE RESPONSIBLE OR LIABLE FOR LOST PROFITS OR 
REVENUES, OR FOR DAMAGES OR COSTS INCURRED AS A RESULT OF LOSS OF TIME, 
DATA OR USE OF THE SOFTWARE, OR FROM ANY OTHER CAUSE EXCEPT THE ACTUAL 
COST OF THE PRODUCT. IN NO EVENT SHALL BR0DERBUND'S LIABILITY EXCEED THE 
PURCHASE PRICE OF THIS PRODUCT. SOME STATES DO NOT ALLOW THE EXCLUSION 
OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE 
LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU. 

You are entitled to use this product for your own use, but may not sell or transfer 
reproductions of the software or manual to other parties in any way, nor rent or lease 
the product to others without the prior written permission of Brdderbund. You may use 
one copy of the product on a single terminal connected to a single computer. You may 
not network the product or otherwise use it on more than one computer or computer 
terminal at the same time. 

For technical support, on this or any other Brpderbund product, call 415/492-3500. 


© Copyright 1989,1990 Brpderbund Software, Inc., 17 Paul Drive, San Rafael, California 
94903-2101. All rights reserved. 
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MEMO 


To: All Acme Offices 
From: The Chief 
Re: Sandiego, Carmen 

As you all know, Carmen Sandiego is the ringleader of an interna¬ 
tional hand of thieves who have been making life difficult for 
Acme and police forces throughout the world. They travel from 
one country to another as easily as you and I go to the supermar¬ 
ket. While we've been able to nab her previous mobs, no prison 
seems able to hold her. 

I need you all to help Acme crack its toughest assignment 
yet...track Carmen through time! Carmen and her V.I.L.E. hench¬ 
men have gained the ability to travel through time. They've 
broken into a super-secret laboratory and made off with the latest 
model time machine. Not content with pillaging the present, they 
are using this technology to loot the most famous treasures of the 
past 1500 years: Napoleon's hat, Don Quixote's lance, and even 
Paul Revere's horse. (Fortunately they took Mr. Revere's horse 
on April 19, 1775, the day after his famous ride so no damage 
was done.) 

You will be issued the latest development in portable time travel 
devices; the Chronoskimmer 325i. You will use it to travel 
through 1500 years of time and 48 locations. You can electroni¬ 
cally scan the crime scene for clues and translate conversations 
with witnesses. It also contains a Capture Robot to nab your sus¬ 
pect with a minimum of fuss. 

Acme has been granted a Federal Time Travel Commission license 
allowing us to use the Chronoskimmer with certain time limit re¬ 
strictions. The attached information will assist you in your tasks. 

Best of luck from all of us here at Headquarters. We're counting 
on you! 

The Chief 


Brcderbund’s Limited Ninety-Day Warranty 

Brpderbund warrants for a period of ninety (90) days following the original 
retail purchase of this copy of Where in Time is Carmen Sandiego? that 
the program is free from substantial errors or defects that will materially 
interfere with the operation of the program as described in the enclosed 
user documentation. This policy applies to the initial purchaser only. 

If you believe you have found any such error or defect in the program 
during the warranty period, call Brpderbund’s Technical Support Depart¬ 
ment at 415/492-3500 between the hours of 8 a.m. and 5 p.m. (Pacific 
Time), Monday through Friday. Brdderbund technical personnel will 
attempt to help you correct or avoid the problem. If any such error or 
defect cannot be corrected or reasonably avoided, Brpderbund will inform 
you how to obtain a corrected program disk (or, at Brpderbund’s option, 
Brpderbund may authorize a refund of your purchase price). 

This warranty gives you specific legal rights, and you may also have rights 
which vary from state to state. 

Disk Replacement Policy 

If any disk supplied with this product fails within ninety (90) days of pur¬ 
chase for any reason other than accident or misuse, please return the 
defective disk together with a dated proof of purchase to Brqderbund 
Software Direct®, 17 Paul Drive, San Rafael, CA 94903-2101, for a free 
replacement. This policy applies to the original purchaser only. 

Brpderbund will replace program disks damaged for any reason, whether 
during or after the ninety (90) day free replacement period, for $5 per 
disk plus a postage and handling charge of $2.50 per request, as long 
as the program is still being manufactured by Brqderbund. 
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location panel and find four locations/times: India 1700-1899, Spain 
1900-1959, Japan 400-1299, and Italy 1300-1699. 

With these possible destinations in mind, look up "telescope". Reading 
through the entry, you find cross-references to "astronomy" and "Gali¬ 
leo", but nothing that helps narrow down the search. Looking up 
"astronomy", you find several location references: Babylonia, China, 
and Egypt, all prior to 2000 B.C., too early for your use. Other refer¬ 
ences include Greece (not in the destination panel list) and a second 
cross-reference to "Galileo." Time to look him up. 

The entry for Galileo shows that he was an Italian who lived from 1564 
to 1642, and that he was the first to use the telescope for astronomi¬ 
cal observations. Both his location and time match one of the destina¬ 
tions found on the destination panel. Time to take a trip to Italy. 

If some clues seem harder than this to solve, you can widen your inves¬ 
tigation by either doing a second or third scan of the area, or question¬ 
ing witnesses. For example, doing a second scan in this case would 
turn up the clue: ” 'Galileo Galilei' is scratched on the side of the 
telescope", and a third scan would get you: "The telescope was 
manufactured in 1609." Remember, however, that you've got a dead¬ 
line and investigating takes up valuable time. 


The Chief 
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Acme Detective Agency- 
Time Crime Division 
Acme Bldg. 

San Francisco, Calif. 

Greetings: 

Acme Detective Agency is pleased to offer you the position of 
Time Cadet in our Time Crimes Division. This letter makes the 
offer official and outlines the details of your employment. 

Please report to the Personnel Department on the 2nd floor of the 
Acme Building to complete the necessary forms prior to starting 
work. You will report to a veteran agent during your probation 
period. 

You will be eligible for all Acme employee benefits should you 
survive your initial period of employment. Promotions are based 
on merit and the ability to remain alive long enough to earn 
them. 

I have enclosed some background information that you may find 
helpful. Please review this material before you arrive as it will 
give you a better chance of surviving your first cases. 

We're very pleased to have you join Acme; we look forward to the 
significant contribution we know you will bring to the position. 

Sincerely, 

Diane Caldicott 
Personnel Manager 
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Get on the Case Fast! 


Load Where in Time is Carmen Sandiego? The title sequence can be 
interrupted by pressing any key. Enter the elevator and select the 
second floor. On the second floor go directly to the personnel depart¬ 
ment. Use the cursor keys or mouse to move the select arrow on¬ 
screen. The Personnel Manager will assist you in signing the release 
form. Enter the authorized personnel area and see Agent Brassey who 
will issue you a Chronoskimmer. The Chief will contact you and fill you 
in on the details of your first case. Make sure you note the gender of 
the suspect and your deadline for solving the crime. 


Selecting the Search button will allow you to question witnesses or 
informants or search the scene of the crime to discover clues to the 
criminal's next destination. Selecting the Travel button lets you check 
the possible destinations from your current location. To travel to the 
new location, select a destination with the appropriate button. The 
Data button allows you to enter clues to the suspect's identity or to 
check the Dossiers. To enter the clues just make your selections with 
the arrow keys and select the Compute button. If you have sufficient 
information to identify the criminal, a warrant will be issued. If not, you 
will be given a list of suspects. 




Don't get discouraged. Even an Ace Detective can't solve every case. 
The more you play, the better you'll get. Remember that as you rise up 
in the ranks, the cases become more difficult. 

Deciphering Glues 

The key to your success in tracking Carmen and her gang is to decipher 
the clues you find accurately and efficiently. Remember that you may 
be able to decipher clues with information from both The New American 
Desk Encyclopedia and the on-screen descriptions of each destination. 

You'll find it easier to locate the information you need for your investi¬ 
gation if you become familiar with your The New American Desk Ency¬ 
clopedia. Take a moment to look at the section "How to Use" at the 
beginning of the Encyclopedia. When you look up an item, you may 
want to note those additional items cross-referenced in the entry. 
Cross-references are in small caps. 

Although solutions to all clues can be found by using the on-screen de¬ 
scriptions or The New American Desk Encyclopedia , you may also want 
to use other reference books to help in your investigation. 


Deciphering A Sample Clue 

Here's how I teach my detectives to solve a clue: If your investigations 
don't lead you to any immediate conclusions, consider checking 
possible destinations by looking at the destination panel. 


For example, let's say you use the Scanner button, and the clue is: 
"You find a telescope." This doesn't bring a specific destination 
immediately to mind. To narrow down the possibilities you check the 
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From the Desk 
of the Chief 


Remember to work quickly. Keep track of the time left on the 
Chronoskimmer control panel. The Federal Time Travel Commission has 
never granted an extension on authorized hours for solving a crime. 
Don't waste time traveling to destinations unless you're sure it’s the 
one to which the suspect has fled. 

You’ll know you are on the right track when you see a suspicious 
person or occurrence on the location panel. The suspect uses other 
V.I.L.E. gang members to check you out when you are getting close. If 
you interrogate a witness and they know nothing, you're probably in the 
wrong location. 

Beware of sneak attacks - they mean you're closing in on your sus¬ 
pect's hideout. Make sure that you've got a warrant before you close in 
or else the criminal will get away. You may want to return to the previ¬ 
ous location to gather more clues or obtain a warrant. 


It's a good idea to keep notes on paper as you gather clues. Not all of 
the clues are contained in The New American Desk Encyclopedia. You 
will find additional location clues in the destination descriptions that 
appear in the communication window on your Chronoskimmer. Keep 



Getting the 
Chronoskimmer 
Installed and Running 

Macintosh 

Hard Disk Installation: Turn on your computer and (if it is a separate 
unit) your hard disk. Create a new folder on your hard disk by choosing 
New Folder from the File menu and rename it Carmen Time. Insert 
Where in Time is Carmen Sandiego? Disk 1 into your Macintosh. Drag 
the Carmen Time program icon and the Carmen Color 1 icon from the 
Carmen Time Disk 1 window to the Carmen Time folder on your hard 
disk. When it is finished copying, eject Carmen Time Disk 1 by drag¬ 
ging its icon over the Trash icon. 


Insert Where in Time is Carmen Sandiego? Disk 2 into the drive. Drag 
the Carmen B&W icon and the Carmen Sounds folder from the Carmen 
Time Disk 2 window to the Carmen Time folder on your hard disk. 

When it is finished copying, eject Carmen Time Disk 2 by dragging its 
icon over the Trash icon. Now insert Where in Time is Carmen Sandi¬ 
ego? Disk 3 into the Macintosh. Drag the Carmen Color 2 icon from 
the Carmen Time Disk 3 window to the Carmen Time folder on your 
hard disk. When it is finished copying, eject the Carmen Time Disk 3 
by dragging its icon over the Trash icon. Double-click the Carmen Time 
icon that appears in the Carmen Time window on your hard disk. 

When the animated title screen appears, click the mouse button to 
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Starting From Floppy Disks: You will need two disk drives to play 
Where in Time is Carmen Sandiego? on your Macintosh. Insert Where 
in Time is Carmen Sandiego? Disk 1 into your first disk drive and 
Where in Time is Carmen Sandiego? Disk 2 into your second disk 
drive. Double-click the Carmen Time icon that appears in the Disk 1 
window. When the animated title screen appears, click the mouse 
button to begin the game. 


Commodore 

If you are using a joystick with your Commodore, make sure to plug it into 
Port #2 on your computer. Turn on your monitor, disk drive and then your 
computer. After the disk drive light goes off, insert Where in Time is 
Carmen Sandiego? Program disk, label side up into the disk drive and 
close the drive door. If you have a Commodore 128, put the machine 
into Commodore 64 mode by typing GO 64. To load the program, type 
LOAD "CSD",8,1 and then press the RETURN key. When the title screen 
appears, press RETURN or the joystick button to begin the game. After 
the game has begun, you will be prompted to either flip over the Program 
disk or insert side C of the Country disk. 

Special Keys: These key combinations can be used to select these 
special functions: 

CTL X Quits the game 
CTL E Escape 

Amiga 

Hard Disk Installation: Turn on your computer and hard disk. For those 
hard drives that are not auto-booting, use your own Workbench boot disk 
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when starting your machine. Double-click the icon for your hard drive to 
open the hard disk window. Create a new drawer by single-clicking on the 
Empty drawer on your hard disk and then choosing Duplicate from the 
Workbench menu. Rename the drawer, which will now be named Copy of 
Empty, by single-clicking it and selecting Rename from the Workbench 
menu. Rename the drawer Carmen Time. Insert Where in Time is 
Carmen Sandiego? Disk 1 into your floppy disk drive and double-click the 
Carmen Time Disk 1 icon. Drag the Carmen Time Data 1 drawer icon 
and the Carmen Time program icon from the floppy disk to the new 
drawer on your hard drive. When the copy is complete, eject Disk 1 by 
pressing the button on the disk drive. Insert Where in Time is Carmen 
Sandiego? Disk 2 and drag the Carmen Time Data 2 drawer icon from 
this floppy disk to the new drawer on your hard drive. Double-click the 
Carmen Time program icon on your hard disk. The program will load and 
an animated title screen will appear. Click the left mouse button to stop 
the animation and begin the game. 

Starting From Floppy Disks: You will need two disk drives to play Where 
in Time is Carmen Sandiego? on your Amiga. Turn on your computer. 
When the Workbench™disk is requested, insert Where in Time is Carmen 
Sandiego? Disk 1 into drive DF0: and Where in Time is Camen 
Sandiego? Disk 2 into drive DF1:. Double-click the disk icon named 
Carmen Time Disk 1 and then double-click the Carmen Time program icon 
when it appears on the screen. The program will load and an animated 
title screen will appear. Click the mouse button to stop the animation 
and begin the game. 
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Note to floppy disk users: Where in Time is Carmen Sandiego? has off- 
disk copy protection. It is advisable to make backup copies of the disks. 
Store the original disks in a safe place and use the duplicates to play the 
game. 


Working at Acme 


Signing In 

You begin the game in the lobby of the Acme Detective Agency. Enter the 
elevator and go up to the Personnel office on the second floor. Sign the 
Acme Detective Agency Liability Release Form. If you make a mistake 
while signing the Release Form use the Delete key (Backspace on Amiga) 
to erase your mistake and then retype your name. You will be issued your 
Chronoskimmer and then go on to get your assignment. If you have 
already signed the Release Form, you should enter the 
Authorized Personnel area instead and find your name on the Duty 
Roster. 


The Duty Roster has room for 24 detectives. If a 25th detective attempts 
to sign in, you will be alerted that there is no room available on the 
Roster, and you will be given the opportunity to remove some of the 
names on the Roster. You can also remove names from the Roster by 



Once you've collected enough clues you can apply for a warrant by 
selecting the Compute button in the Evidence Database. This checks 
your notes in the database against all of the gang's dossiers. If it finds 
a single match you are issued a warrant. This also activates the 
Capture Robot. If more than one gang member's dossier matches the 
clues you've entered, you are given a list of possible suspects. You'll 
need to collect more clues to get a warrant issued. 

Note: Only one warrant can be active at a time. If you modify or add to 
the Evidence Database and then choose Compute, any existing warrant 
may be voided even if no new warrant is issued. 

You can leave the Evidence Database by selecting Exit, or selecting 
one of the other Chronoskimmer front panel buttons (joystick or mouse 
only). 


Abort button 

Selecting the Abort button lets you Save the current case, or Quit the 
game without saving the case in progress. If you've selected Abort by 
mistake you can cancel your selection by selecting Exit, or selecting 
one of the other Chronoskimmer front panel buttons (joystick or mouse 
only). 
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When you click the Search button, three choices appear next to the 
control buttons. Two of the selections allow you to question witnesses 
or informants. The third searches the scene for physical clues. Some 
Scanner button clues contain graphics, some text. Each button will 
provide you with a different clue. You may not need all of the clues to 
determine the next location to travel to, but you may miss a character 
clue if you skip some. Only the top two buttons contain character 
clues. Checking them all will cost you more time; it's up to you as a 
detective to decide which is more important. You can leave the Search 
mode by selecting Exit, or selecting another Chronoskimmer front 
panel button (Joystick or mouse only). 

Be sure to log all of the character clues you collect in the Evidence 
Database. You'll need them to obtain a warrant. For more information 
on deciphering clues, and suggestions for using The New American 
Desk Encyclopedia, see the section titled From the Desk of the Chief. 


Data button 

Selecting the Data button lets you use the Chronoskimmer to enter 
Evidence and view the Dossiers. Each dossier contains a list of the 
gang member's sex, hair and eye color, and favorite artist and author. 

The Chronoskimmer also contains the Evidence Database. You use 
this to log all of the character clues you uncover during your investiga¬ 
tion. Select the character trait you wish to log. Pressing RETURN, the 
joystick button, or clicking the left mouse button will cycle through the 
list of character traits contained in the Evidence Database. Stop when 
the trait you have uncovered is shown. 
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visiting the records room in the basement. 

Resuming a Saved Case 

If a case has been previously saved under the name you select from the 
Duty Roster you will be asked if you want to resume that case. If you do, 
your Chronoskimmer will refresh your memory as to the state of the case 
when you left it, and transport you to the location and time you were at 
when you saved the case in progress. If you don't resume the case in 
progress, it will be lost when you start a new case. A case in progress can 
be saved when you select Abort and then select Save Case. 

Your assignment 

Your Chronoskimmer will run through its on-board diagnostics and then 
connect you with the Chief who will issue you your assignment. You'll be 
told what treasure was stolen, where it was stolen from and when, whether 
the criminal was a man or a woman, and how much time the Federal Time 
Travel Commission has authorized for the use of your Chronoskimmer. 

Object of the Game 

The thief is heading for a hideout in one of 48 locations in time and space. 
There are sixteen possible suspects for the crime. To win the game and 
advance your career, you must accomplish two tasks before your deadline: 

1) Track the criminal's movements to his or her final destination. You'll 
have to use the clues you find in each location to determine where the 
criminal is going next. 

2) Identify the criminal and get a warrant for his or her arrest. You'll get 



clues to the criminal's identity as you interview witnesses and find 
objects during your pursuit. 

Warrants are issued based on information you've entered in the Evidence 
Database. Therefore, as you find clues to the criminal's identity, be sure 
to log them in the Evidence Database. The use of the Chronoskimmer 
and the Evidence Database will be explained fully in the next section - 
Chronoskimmer User's Manual. 

You must obtain a warrant for the guilty criminal before you catch up with 
him or her. Otherwise, the criminal will escape and you may want to 
reconsider your career as a detective. 

As you complete cases you will receive promotions. You start as a Time 
Cadet, and as you move up the ranks you will become a Time Patroller, 
Time Investigator, Time Inspector, Time Detective, Ace Time Detective, 
and Super Time Sleuth. At each promotion to the next detective level, 
you will be asked to look up and type in a word from the Desk Encyclope¬ 
dia. Follow directions onscreen to complete the promotion. You will be 
given five chances to answer correctly. Completing your course of duty as 
a Super Time Sleuth will allow you to be inducted into the Hall of Fame. 
You can view the list of Hall of Famers on the fifth floor. Once you’ve 
been inducted into the Hall of Fame and have solved 80 cases, you are 
retired from active duty. You can continue to serve Acme by signing in 
under an alias, a good idea as Carmen's gang may be after you. 



Chronoskimmer 
User 1 s Manual 


The Buttons 

The buttons in the lower right front panel control the Chronoskimmer. 

Travel button 

When you select the Travel button, the Chronoskimmer displays the 
destination panel. This contains the locations and eras that you can 
travel to from your current location. Note that there are four possible 
destinations, each with its own location and time period. The 
Chronoskimmer communication window control buttons are labeled with 
the names of the possible destinations. Selecting one of these control 
buttons activates the Warp Sequence that transfers you to that destina¬ 
tion. You can use the Travel button to check on the possible destina¬ 
tions to assist you in evaluating a clue. If you are not ready to warp out, 
you can hide the destination panel by selecting Exit, or selecting one of 
the other Chronoskimmer front panel buttons (joystick or mouse only). 


Search button 

Selecting the Search button lets you interrogate witnesses or infor¬ 
mants and scan the crime scene for clues to the villain's next destina¬ 
tion. In addition, they will provide you with information about the 
villain's appearance and character traits. 





“Auntie” Bellum Earl E. Bird Justin Case Molly Coddle 

Inmate Number: 5150502 Inmate Number: 0090012 Inmate Number: 0000002 Inmate Number: 6723492 

Occupation: Professional Southerner— Occupation: Uses his worm ranch as a Occupation: Flamboyant lawyer Occupation: A sinister nanny—the 

won't even walk on the north side of cover for his illegal activities. specializing in pre-need lawsuits for hoodlum version of Mary Poppins. 

the street. Hair: Red accident cases. Hair: Brown 

Hair: Blond Eyes: Brown Hair: Black Eyes: Blue 

Eyes: Hazel Eyes: Blue 



Nosmo King Rudy LePay Kari Meback Minnie Series 


Inmate Number: 9432417 
Occupation: Sells fake Mood rings and 
Polyester toupees by mail. 

Hair: Brown 
Eyes: Hazel 


Inmate Number: 7637824 
Occupation: Ex-Parisian Cab Driver. 

His driving scares his victims into emptying 
their wallets. 

Hair: Brown 
Eyes: Gray 


Inmate Number: 3924671 
Occupation: Also known as "The Virginia 
Creeper.’ ’ A cat burglaress who is unable to 
sell the kitties after she’s stolen them. 

Hair: Brown 
Eyes: Brown 


Inmate Number: 1000000 
Occupation: Fading movie star appears in 
the soap opera ‘ 'As All My Children Turn on 
Me, I’m Entering General Hospital.’’ 

Hair: Blond 
Eyes: Blue 


































































Lee and Bill Ding Ernest Endeavor I^ynn Gweeny Russ T. Hinge 


Inmate Number: 7341267(Lee), 7341268(6111) 
Occupation: Identical twins; Lee Ding is an 
authority on crime and “Big” Bill Ding is in 
construction. 

Hair: Red 
Eyes: Gray 


Inmate Number: 4923000 + 1 
Occupation: Door-to-door cello salesman. 
Hair: Blond 
Eyes: Blue 


Inmate Number: 8008008 
Occupation: Owner of Lot O’ Bologna 
Delicatessen, a well-known hoodlum 
hangout. 

Hair: Black 
Eyes: Gray 


Inmate Number: 1231235 
Occupation: Handyman and safecracker. 
A bad egg, so crooked he once picked his 
own pocket. 

Hair: Blond 
Eyes: Hazel 



Sybil Servant 

Inmate Number: 1472944 
Occupation: Former Bureau of Standards 
employee. Created the wrapper that makes 
candy bars appear twice as big as they 
really are. 

Hair: Red 
Eyes: Gray 


Sharon Sharalike 

Inmate Number: 6836821 x 1243731 
Occupation: Drives the “Howdy Harley” 
welcoming newcomers to the neighborhood. 
Tacky!! 

Hair: Red 
Eyes: Hazel 


Gene Yuss 

Inmate Number: 0021793 
Occupation: Sells dehydrated water and 
liquid ice to campers. 

Hair: Black 
Eyes: Brown 


Carmen Sandiego 

Inmate Number: 94327007 
Occupation: Professional Ringleader. 
Hair: Black 
Eyes: Brown 


WBroderbund 
























































































